D I G I TA L A U D I O

USING ICT – MUSIC AND SOUND IN THE PRIMARY CLASSROOM

FOUNDATION STAGE

MUSIC AND SOUND IN THE PRIMARY CLASSROOM: FOUNDATION STAGE

CONTENTS
What is Digital Audio?		

3

How does this resource work?

4

Foundation Stage: Introduction

6

Music: Using Digital Technology as an Instrument

9

Step 1 Active Listening (Music)
Activity 1 Musical Me
Activity 2 Responding to Music
Activity 3 Musical Patterns
Activity 4 Recognising Instruments

10
12
13
14
14

Step 2 Digital Instruments, Digital Music
Activity 5 Playback Controls
Activity 6 Digital Instruments
Activity 7 Music and Mood

15
16
17
19

Reviewing the Learning

20

Sound: Using Digital Technology as a Tool

21

Step 1 Active Listening (Everyday Sounds)
Activity 1 Sounds around Us
Activity 2 What’s that Sound?

22
23
24

Step 2 Sound Pictures
Activity 3 Sound Symbols
Activity 4 Match the Sound
Activity 5 Sound Effect Story
Activity 6 Talking Photo

25
27
28
29
30

Step 3 Record and Playback
Activity 7 What is a Microphone?
Activity 8 Sounds around the Classroom
Activity 9 Recording my Voice

31
33
35
36

Reviewing the Learning

37

1

DIGITAL AUDIO

Appendices
Appendix 1
Appendix 2
Appendix 3
Appendix 4

39

The Elements of Music
Overview of Digital Online Resources
Overview of Skills Development
Desirable Features – Digital Audio: Music and Sound

2

40
42
44
46

MUSIC AND SOUND IN THE PRIMARY CLASSROOM: FOUNDATION STAGE

W HAT IS DI GI TA L AUD I O?
Digital audio is a general term used to describe how we can use digital
technology to create, generate, record, edit, manipulate, store, broadcast and
transmit sounds.
In the Northern Ireland Primary Curriculum, we can see digital audio within many elements of
the statutory Using ICT curriculum (the 5 ‘E’s) and in particular expressed in the Desirable
Feature of Digital Audio: Music and Sound.
Digital audio also relates to The Arts (Music) Area of Learning of the NI Curriculum for Primary.
The statutory requirements for music outlines the need for children to have opportunities to
develop skills in performing, composing, listening and responding to music.
Most of the music we listen to and many of the sounds that we hear every day have either
been created, recorded or produced using digital audio technologies. These technologies have
revolutionised the music, film, gaming and creative sectors. They are also widely applied across
many other industries such as software and web design, science, engineering and healthcare.
In fact, it is difficult to find an industry where digital audio technologies do not feature.
Digital audio technology can provide the children with new musical opportunities. It can inspire
them to be more aurally aware and musically engaged. How you facilitate this in the classroom
largely depends on your approach to music and digital technology, and your integration of the
suggested activities into your classroom.
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HOW DO ES THI S RESOUR CE WOR K ?
This will enable teachers to introduce digital Music and Sound activities into
their classroom practice, developing the children’s digital (ICT) skills as well as
their aural awareness.
You do not have to be either an ICT or a music specialist to carry out these activities with your
pupils. We have designed this resource to cater for a wide range of learner and teacher ability,
and you should adapt it to take account of your own context, keeping things simple.
This resource will guide you in your teaching of concepts and skills related to digital audio,
but it does assume that you have some familiarity with digital audio apps or software of
your preference. Detailed user guides for individual apps and software are outside the
scope of this resource.
We have however provided lots of suggestions to support you in accessing software, apps
and other sources of information:
•

Useful Apps, software and hardware

•

Basic recording tips

•

Sound effects (SFX), sound samples and other sound files

These can be found in the ‘Overview’ tab of the Digital Audio section of the CCEA website.

The resource is divided into three units:
•

Foundation Stage (Exploring Music and Sound);

•

Key Stage One (Exploring Music and Sound with Purpose); and

•

Key Stage Two (Exploring Music and Sound with Purpose and Control).

Each unit is further split into two parts:
MUSIC: Using Digital Technology as an Instrument
These are activities which are more musical; and
SOUND: Using Digital Technology as a Tool
These are activities that predominantly focus on Creating and Editing Sounds
You can choose to carry out one or both parts (Music and/or Sound) depending on the way in
which you would like to deliver Music and Sound ICT activities to your pupils.
These two areas have a series of steps that encourage skills development. The aim of this
format is to guide you, the teacher through the teaching and learning required at each key
stage.
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Key Stage Unit
Music

Sound

Using Digital Technology as an Instrument

Using Digital Technology as a Tool

Step 1

Activities

Step 1

Activities

Step 2

Activities

Step 2

Activities

Step 3

Activities

Step 3

Activities

Each section has activity ideas, suggested learning intentions and new vocabulary to introduce
to the children. You can use the ideas and the steps within the resource to support or adapt
any materials that you already use, depending on the equipment and/or resources that you
have available. Within each step we have provided Suggested Curricular Links.
Activities within this unit have been tagged as
or
. Plugged
activities include the use of ICT software and/or hardware, while unplugged activities include
time spent planning, listening and discussing. These unplugged activities are essential for
developing background knowledge, vocabulary and understanding of the digital skill of Digital
Audio: Music and Sound. You should include both of these types of activities within your
planning for ICT.
Digital technology has made producing music much more accessible to a wider audience.
However, using headphones and being your own composer, performer and accompanist can be
isolating as you no longer need others to create multi-layered and multi-instrumental music.
This is why this resource promotes opportunities to work in groups. It encourages enjoyment
of making music with others and promotes participation, social inclusion and shared musical
experiences.

5

DIGITAL AUDIO

FOU NDATI O N STAGE : I N TR OD UCT I ON
Music and play have always gone together. When we talk about musicians, we
talk about their ability to play their instrument. We play the guitar or the piano.
Many musicians discover their interest in music through early musical activities
where they were free to play and explore music and sound to stimulate
imagination and movement.
As Foundation Stage strongly promotes play-based learning, you should give the children
a range of opportunities to experience music through play. This allows them to express
themselves, work creatively with sound, enjoy the music making process, and experiment with
different sound sources.
It is important to promote a positive relationship with music at Foundation Stage. Children
at this age are open to singing, playing and expressing themselves musically without being
self-conscious about their abilities. Encourage the children to explore their creative ideas and
develop confidence and self-esteem.
The Northern Ireland Curriculum for Music at Foundation Stage states that contexts for
learning should ‘relate to the pupil’s immediate and known environment and should reflect
the fact that children at this age do not see knowledge and skills as belonging to specific
categories and subjects’.
On its own, digital audio and music technology can be quite abstract. When combined with
singing, movement, play and storytelling, it can have the potential to stimulate imagination and
vocabulary.
The suggested activities are process-focused; they encourage the children to express
themselves and explore digital audio creatively in the context of working with music and sound
in other curricular areas. The activities are short and manageable. This makes them suitable
for children at Foundation Stage.
This section promotes:
•

active listening and responding to a range of environmental and musical sound sources;

•

engaging in simple and play-based music and sound activities;

•

recording and playing back the voice, simple instruments and other sound sources;

•

using digital technology to reinforce the relationship between the visual and the auditory;

•

recognising sound patterns; and

•

understanding simple Elements of Music terms.
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Throughout this unit, there are opportunities for teachers to review the learning that has
happened in each section, Music and Sound. You may find the following ideas useful:
Opportunities for Assessment

Documenting Progress

Share learning intentions with the children
when introducing new learning. You could
do this orally, through pictures or in
writing.

Use a video camera or mobile device
camera to record the children’s reaction to
sounds or their discussions or explanations
of what they have listened to or identified.

Use effective questioning, modelling
thinking aloud and framing questions and
provide formative feedback throughout
the learning process.

Keep recordings of the children discussing
sounds, recognising sounds and using
language to describe them.
Keep the children’s visual representation
of sounds such as photographs of
drawings or pictures.

Provide opportunities for children to share
their understanding.
Scaffold reflection and discussion (for
peer assessment or self-assessment),
modelling appropriate language and
behaviour.

Keep a copy of audio recordings the
children have made.
Keep a record of observations made
throughout the activities.

See Learning, Teaching and Assessment in
the Foundation Stage for more ideas.

Create class mind maps or pictures to
remind the children of what they identified
in listening activities so that you can use
them again, where appropriate.
Create an interactive wall display of
children’s sound pictures, using recordable
pegs or augmented reality apps to include
the sound element.

If you wish to make an assessment judgement using the Foundation Stage Developmental
Stages for UICT; the Using ICT Levels of Progression and/or the non-statutory guidance:
Desirable Features for Digital Audio, any of the work that children have produced from the
activities in this unit can be used to inform your judgement. CCEA also has a number of Using
ICT tasks for Digital Audio, which you may also wish to consider using. These can also be used
for teaching and learning purposes, as well as assessment.
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MUSIC:

U S I N G D I G I TA L
TECHNOLOGY AS
AN INSTRUMENT
The activities in this section are planned out in steps.
Working through these progressive steps will allow you to
take the children through the creative process of making
digital music.
Step 1

Active Listening (Music)

Step 2

Digital Instruments, Digital Music

You do not have to complete every activity within each step,
but you may find it beneficial to do so.

DIGITAL AUDIO

STEP 1

AC TI VE L I S TEN I N G (M US I C)
Step 1 in the Foundation Stage ‘Using
Digital Technology as a Tool’ section,
focuses on active listening and
identifying real world, environmental
or everyday sounds. This step in
‘Using Digital Technology as an
Instrument’ focuses on developing
the children’s listening skills in more
musical contexts.

All of these activities stem from those
already established in the statutory
Music curriculum at Foundation Stage.
They should help the children to
increase their aural and phonological
awareness and encourage them to
explore sound creatively before using
digital audio technologies directly.

Prior learning
The children will have had opportunities to develop listening skills in a range of activities,
exploring everyday sounds. They will have had opportunities to engage in basic record and
playback activities, using a microphone or other digital recording device.

Suggested Learning Intentions
We are learning to:
•

understand the difference between music and everyday sounds;

•

identify a steady beat;

•

listen and respond to our own and others’ music making, listen to and repeat simple
rhythms;

•

identify musical instruments;

•

work creatively with sound;

•

explore vocal and body sounds; and

•

use and perform with simple instruments.
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Suggested Curricular Links
The Arts: Music – Work Creatively with
Sound – explore vocal and body sounds;
Sing and Perform with Simple Instruments;
Listen and Respond to their Own and Others’
Music-Making; listen to and repeat simple
rhythms; make music

Shared
Vocabulary
Elements of Music:
pulse or steady beat
high/low

Thinking Skills & Personal Capabilities:
Thinking, Problem-Solving and DecisionMaking – identify and name objects and
events as same/different, sort and put
objects into groups; Being Creative – be
curious and ask questions about the world
around them, using all the senses to explore
and respond to stimuli; talk about their
memories and experiences

long/short

Physical Development and Movement:
develop body awareness through varying
body movement; listen and respond to a
range of stimuli

pattern

loud/quiet
Other new words:
listen
voice
body

materials
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ACTIV IT Y 1
MUSICA L ME
Encouraging the children to explore musicmaking methods using only their vocal or
body sounds increases their aural awareness
and listening skills.

Ask the children whether they can make the
everyday sounds that they have identified.
Give the children an example or prompt
them, for example ‘beep-beep’ for a car
horn, ‘ruff-ruff’ for a dog barking, ‘vroomvroom’ for an engine or ‘clip-clop’ for a
horse.

Ask the children to be extremely quiet for
30 seconds. While they are quiet, ask them
to listen and think about all the different
sounds they can hear. You can turn this into
a game. Instead of playing I Spy with my
Little Eye, try I Hear with my Little Ear.

Spend some time asking the children to
think of words to describe the sounds,
highlighting the Elements of Music language
(Appendix 1) where appropriate. For
example, a bird’s chirp is a high sound and a
tractor engine is a low sound.

You may hear rain falling outside, birds
singing, car horns blowing, distant traffic,
dogs barking, tractor engines, the school
bell, footsteps in the corridor or voices
outside. Make a list of all the sounds the
children identify. If appropriate, ask them to
count the number of sounds.

Ask the children to think of any other
sounds they can make with their voices or
mouths, for example whispering, talking,
shushing, singing, shouting or blowing
raspberries. Stimulate further exploration of
vocal sounds by prompting the children to
make different vowel sounds or spend time
distinguishing single letter sounds.

Ask the children to describe each of the
sounds they identified, using any words they
can think of, for example noisy, loud, long,
beepy, happy, funny or bouncy. Encourage
the children to talk about sounds and how
the sounds make them feel, using language
they are familiar with.

LOUD

Next, ask the children to think of other
sounds they can make with their bodies
such as stamping their feet, tapping their
toes or clapping their hands. As the children
experiment with different body percussion
sounds, encourage them to clap in time to a
pulse or steady beat to reinforce the musical
nature of the sounds.
Encourage the children to use Elements
of Music language to describe the sounds,
such as high/low, long/short, loud/quiet,
where possible. Ask the children specifically
to produce a high sound, a low sound, a long
sound and a short sound.

NOISY

H AP PY

BE E PY

BO UNCY
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ACTIV IT Y 2
RE SPON DI N G TO MU SI C
Resource 1 includes a variety of everyday
sounds as well as some short musical
samples (which includes a range of different
instruments and styles of music).

Play the clips again. Ask the children to
respond imaginatively to the short clips by
moving their bodies, for example by dancing,
clapping, tapping their feet, skipping or
marching. The children’s movements should
help to illustrate the difference: it is possible
to dance to music but more difficult to dance
to most environmental sounds, as they don’t
usually have a steady beat.

Play the clips to the class, or select some
sounds of your own choice. Ask the children
to think about the difference between the
musical and the everyday sounds (real world
or environmental). Encourage discussion
about this difference, before introducing
the concept of a pulse or steady beat
(the steady, regular beat that is present
throughout a piece of music, like a heartbeat
or repeated pattern).

Ask the children to clap along in time to
different types of music. Then ask them
to clap along to the real world, everyday
sounds. They should find clapping in time to
most everyday samples difficult, as there is
often no steady beat.
Play the musical examples again. Ask the
children to think of words to describe the
music, for example tinkly, magical, scary,
happy, big or small. Encourage them to use
any words that come naturally to them. Then
encourage them to use the Elements of
Music language (Appendix 1) such as high/
low, fast/slow, loud/quiet where appropriate.
This should reinforce the simple binary terms
and encourage them to recognise these
properties in the music.
Encourage the children to recognise the
difference between fast and slow tempos by
using movement such as walking when the
music is slow and running when the music
gets faster. They should also recognise loud
and quiet dynamics by singing in a whisper
and then loudly, or by turning volume
controllers up and down.
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ACTIV IT Y 3
MUSICA L PATTERNS
This is a short activity to reinforce the
children’s understanding of a pulse or steady
beat. It is a simple call and response activity.
Ask the children to respond to the rhythm
you have clapped by clapping it back to you.
Use an online or digital metronome
(Resource 2) to play a steady beat in the
background as you clap out a series of
simple rhythms.
Encourage the children to keep in time with
the steady beat in the background. As an
extension, arrange the children into pairs.
Ask one of them to clap out a rhythm and
the other to clap it back.

ACTIV IT Y 4
RE COGN I SI NG I NS TR UM E N TS
Ask the children if they know any names
of musical instruments. Encourage a short
discussion about the question: What is a
musical instrument?

•

What size do you think this instrument
is?

•

Where have you heard this instrument
before?

Resource 3 has a variety of musical
instrument sound sample clips. Play them for
the children, introducing them to a range of
different types of instruments.

•

What does this instrument make you
think of?

Prompt the children and encourage them
to use Elements of Music language
(Appendix 1) where appropriate. For
example, a big instrument often makes a
low sound and a smaller instrument often
makes a high sound. Use the pictures of
instruments (from Resource 3) to show the
children what the instruments look like.

Ask the children if they can guess what each
instrument is. Some children may recognise
the instruments. Ask questions such as:
•

What do you think the instrument is
made of?
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STEP 2

DI G I TAL I NSTRUM EN T S, D I G I TAL MUS I C
Prior learning
The children will have had opportunities to develop listening skills in a range of activities where
they have explored both real world, everyday sounds and musical sounds. They will have had
opportunities to engage in basic record and playback activities using a microphone or another
digital recording device. They will have explored basic patterns in music.

Suggested Learning Intentions
We are learning to:
•

control hardware devices and software applications to control devices to play music;

•

experiment with basic digital instruments; and

•

create our own music.

Suggested Curricular Links
Using ICT: Explore – explore and interact with a
digital device or environment
The Arts: Music – Work Creatively with Sound
– explore methods of making sounds; choose
sounds to create effects or add atmosphere to
parts of a story; make sounds represented by
pictures
Thinking Skills & Personal Capabilities:
Self-Management – focusing, sustaining
attention and persisting with tasks;
Working with Others – developing routines of
turn taking, sharing and co-operating
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Shared
Vocabulary
play
stop
pause
fast forward
rewind
volume
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ACTIV IT Y 5
PLAYBAC K CO N TRO L S
This is more of a recommendation than
a prescriptive activity. The children must
understand how to use a media player or
device to control basic playback before they
experiment with creating their own digital
music. Step 3 of ‘Foundation Stage – Digital
Audio as a tool’ in this book has an extension
in the ‘What is a Microphone?’ activity which
may be useful to do with the children as it
introduces them to the playback controls.

Give the children opportunities to play music
on different types of hardware such as a CD
player, laptop, computer or mobile device
using various software options, for example
iTunes, windows media player or YouTube
(with supervision).

Give the children regular opportunities to
reinforce their understanding of the basic
control functions. Encourage them to find
music online that may link to a particular
topic or classroom activity.
Ask the class to pick their favourite nursery
rhyme or an appropriate song.

Encourage the children to recognise the
commonly used or generic symbols that
represent:

Depending on the resources you have,
encourage the children to control the
playback of the song or rhyme. Ensure that
they can identify and use:
•

play

•

pause (or stop)

•

fast forward

•

rewind and

•

control volume (and mute)
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•

play

•

pause (or stop)

•

fast forward

•

rewind

•

control volume (and mute)
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ACTIV IT Y 6
DIGITAL I NS TRU MEN TS
Depending on the resources available, research and choose some appropriate virtual
instruments or instrument simulators. There is a range of free online applications and various
software programs that include virtual instruments, such as Chrome Music Lab (online),
Garageband (iPad) or 2Beat (online), (see Appendix 2, for more suggestions).

© Chrome Music Lab courtesy of Google

Give the children access to one (or more) of
these virtual instruments.

As they experiment with different sounds,
encourage them to associate their physical
movements (pressing keys on computer
keyboard or tapping a touch screen device)
with the output of the sound. This will
help them to recognise a cause and effect
relationship between their actions and the
music they hear.

Encourage them to experiment and play with
the digital instruments to investigate the
different types of musical sounds they can
produce. Some may include options to change
the sound, for example by making it higher
or lower or adding effects. Encourage the
children to explore all the options.
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Where appropriate, encourage the
children to use Elements of Music language
(Appendix 1) to describe the sounds they
are making and promote using binary terms
such as high/low or loud/quiet.

Encourage the children to create a short
tune or melody with their instrument, if they
can.
Where appropriate, ask the children to use
their digital instruments to play along in time
with a simple song they are learning in class,
such as playing a digital drum in time with a
nursery rhyme.

Ask the children to play some of their
sounds for the rest of the class. Ask
questions such as:
•

Does this sound like any instrument we
have heard before?

•

Where have you heard this sound before
(then try to identify the instrument)? or

•

Does this sound like a new instrument,
for example an electronic sound?

As an extension activity, ask the children
to work in pairs or small groups. Encourage
them to conduct each other while playing
their instruments by using simple gestures to
control each other’s playback.

© Chrome Music Lab courtesy of Google
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ACTIV IT Y 7
MUSIC A ND MO O D
Ask the class to form pairs. Show the
class a series of pictures representing
moods, feelings or emotions. For example,
print some emotion visual cue cards
(Resource 4). Encourage the class to
discuss what the pictures represent, for
example happy, sad, angry, confused, tired
or surprised. Next, talk to the children about
what sounds or instruments would match
each emotion. For example, a low, deep, slow
sound might match ‘sad’ but a high, fast,
light sound might suit ‘happy’.

Where appropriate, if equipment and
resources are available, have the children
record their musical sequences as a whole
class, with you taking the lead. You can
playback or perform each short musical
sequence to the class, showing the picture
that they have used.
Encourage a class discussion about why
the music matches the image and why they
made their decisions.

Working in pairs, ask one child to pick an
emotion image. Ask the other child in the
pair to create a short sequence of musical
sounds to represent that emotion or mood,
using the same instrument simulator app or
software program as in the previous activity.
Once the children have done this, ask them
to swap roles and repeat the activity.
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RE V IE W I N G THE LEAR N I N G
Foundation Stage – Exploring Digital Audio: Music
Step 1: Active Listening (Music)
Step 2: Digital Instruments/Digital Music
Name of child/group:

Date:

Consider the following questions when you evaluate
the activities in the steps in this section
Evaluate

•

Can the children focus their attention and
participate in active listening?

•

How have they developed their active listening
skills?

•

Can they use simple and appropriate language to
describe sounds?

•

Have they begun to recognise the difference 		
between everyday and musical sounds?

•

Can the children demonstrate a basic level of
control over their physical responses, for example
maintaining a steady beat by tapping their feet?

•

Have they begun to recognise the difference
between different types of musical instruments?

•

Do they recognise simple musical patterns
(rhythms) and/or begin to recognise patterns in
music?

•

Can the children exercise control over hardware/
software devices and applications to playback
music?

•

Were they able to experiment with basic digital
instruments to produce musical sounds?

•

Have the children begun to make creative decisions
to create their own music to match pictures or
moods or emotions, and justify their decisions?

•

Do they understand the causal relationship
between their physical actions and the resulting
musical sounds?

You should also consider:
How have the children worked when in pairs or groups?
What processes did they go through?
What support did they require (for example, teacher
and classroom assistant involvement)?
20
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SOUND:

U S I N G D I G I TA L
TECHNOLOGY
A S A TO O L
The activities in this section are planned out in steps.
Working through these progressive steps will allow you to
take the children through the creative process of making
digital audio.
Step 1

Active Listening (Everyday Sounds)

Step 2

Sound Pictures

Step 3

Record and Playback

You do not have to complete every activity within each step,
but you may find it beneficial to do so.
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STEP 1

AC TI VE L I S TEN I N G (E V E RY DAY S O UN D S )
Before the children engage directly
with digital audio in the classroom,
it is important to introduce them
to activities that stimulate their
listening skills. The following activities
encourage children to focus their
listening and attention before
they use any digital devices and
technologies as tools for learning.
These activities promote learning

through dialogue and encourage
children to talk about the sounds
they hear and their sonic and musical
properties. The children will develop
an increasing awareness of sounds in
their environment. They can produce
these sounds themselves and begin
to recognise patterns in musical
sounds.

Suggested Learning Intentions
We are learning to:
•

listen with attention;

•

use language to describe sounds; and

•

recognise sounds we hear around us;

•

imitate some of these sounds.

Suggested Curricular Links
The Arts: Music – Work Creatively with
Sound – talk about sounds they hear in
the environment and imitate some of these
sounds
Thinking Skills & Personal Capabilities:
Working with Others – listening actively
and sharing opinions; Self-Management –
focusing, sustaining attention and persisting
with tasks
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Shared
Vocabulary
listen
sound
hear

SOUND: USING DIGITAL TECHNOLOGY AS A TOOL

ACTIV IT Y 1
SOU NDS A RO U ND U S
Ask the children to be extremely quiet for
30 seconds. While they are quiet, ask them
to listen and think about all the different
sounds they can hear. You can turn this into
a game. Instead of playing I Spy with my
Little Eye, try I Hear with my Little Ear.

Ask the children to describe each of the
sounds they identified, using any words they
can think of, for example, noisy, loud, long,
beepy, happy, funny or bouncy. Encourage
the children to talk about sounds and how
the sounds make them feel, using language
they are familiar with.

You may hear rain falling outside, birds
singing, car horns blowing, distant traffic,
dogs barking, tractor engines, the school
bell, footsteps in the corridor or voices
outside. Make a list of all the sounds the
children identify. If appropriate, ask them to
count the number of sounds.

RING!
BEEP!
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ACTIV IT Y 2
W HAT’S THAT SO U N D ?
Access a bank of real world, environmental
or everyday sound files. Choose a variety
of examples (about 1–10 seconds long) and
have them ready to play. If you are using a
computer, laptop or interactive whiteboard
for playback, turn off the screen so that the
children cannot see what is playing (if your
selected sound clips have visuals as well).
Resource 5 has some samples of sounds
that you may wish to use. Alternatively,
many online sites and applications (such as
Audio Network – accessible through C2k – or
alternative) have sound files that you can
download or stream easily.

As an extension, ask the children to sort
or group all the sounds they identified into
sound families such as animals, machines,
weather or people. Encourage dialogue
between the children as they organise
the sounds into categories by asking, for
example, Where does this sound come from?
Why does this sound belong in this group?

Ask the children to be very quiet. Tell
them to listen to each of the sounds. Can
they recognise what it is? Try prompting
responses in a class discussion by asking
questions:
•

Where have you heard a sound like this
before?

•

What does this sound make you think or
remind you of?

•

How does this sound make you feel?

•

What words would you use to describe
the sound?

•

Can you guess what this sound is?
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STEP 2

SOUND PI C TURES
This step encourages the children
to form an association between
the visual and the auditory, before
directly interacting with digital
audio technology. Most digital audio
interfaces and software applications
represent music and sound visually.
This enables us to record, edit and
manipulate it.

Encourage the children to create
their own auditory imagery, including
images, graphic symbols, scribbles
and pictures, to represent the sounds
they hear. They can then associate
images with sound and begin to
recognise pattern in sound and music.

Prior learning
The children will have had active listening opportunities, where they have identified and
described a range of real world, environmental, or everyday sound sources.

Suggested Learning Intentions
We are learning to:
•

listen with attention;

•

recognise sounds we hear around us;

•

use language to describe sounds;

•

match sounds to pictures;

•

create sounds to go with pictures to create effects or add atmosphere; and

•

explore vocal and body sounds and methods of making sounds.

25

DIGITAL AUDIO

Suggested Curricular Links
Using ICT: Explore 2 – explore and interact
with a digital device or environment
The Arts: Music – Work Creatively with Sound
– explore vocal/body sounds; explore methods
of making sounds; choose sounds to create
effects or add atmosphere to parts of a story;
talk about sounds they hear in the environment
The Arts: Art and Design – Explore and Use
a Wide Range of Materials and Processes
– select and work with traditional or digital
media, make drawings and paintings
Thinking Skills & Personal Capabilities:
Thinking, Problem-Solving and DecisionMaking – making links between cause
and effect; Being Creative – making new
connections between ideas and information;
experimenting with ideas and questions
Mathematics and Numeracy: Measures –
sequence two or three familiar events
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Shared
Vocabulary
listen
sound
picture
story
match
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ACTIV IT Y 3
SOU ND S Y MB O LS
Access a bank of real world, environmental
or everyday sound files and choose five
short sound files that have a clear, isolated
source. These could be footsteps, thunder,
crunching, a dog barking or a school bell.
Make sure they are ready to play.
Resource 6 has a selection of clips to
choose from. Alternatively, many online sites
and applications have sound files that you
can download or stream easily.

Ask the children why their picture or drawing
matches the sound. Encourage their use of
language to describe the sound, and the
reasons why it matches the picture. Some
children may recognise the sound source
and draw a representation of that. Others
may draw something more abstract. Ask
questions: Why did you choose that shape or
colour? Why do you think this matches the
sound? Can you guess what the sound is?

Play each of the sounds, one at a time. If
you are using your computer, laptop or
interactive whiteboard for playback, turn off
the screen so that the children cannot see
what is playing.
Ask the children to listen carefully to each of
the sounds and draw what they hear. They
can use crayons or pencils or a digital art
program or application, depending on your
preference and resources available.
Playback the sound files again. Repeat, if
necessary.
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ACTIV IT Y 4
MATCH THE SO U N D
From Resource 7, choose a selection of
sound clips that form a sequence that will be
familiar to the pupils. These include:
•

Getting up in the morning
alarm clock, a door opening, a tap
running, teeth brushing, cereal crunching

•

Going to school
zipping up school bag, footsteps, car
door opening and closing, car engine
starting, car stopping, car door opening
and closing, school playground, school
bell

•

Play the soundscape. Ask the children to
listen very carefully. Play the soundscape
a second time and ask the children to
match each of the images to the sounds.
Before asking the children to identify what
is happening in the sequence and why, ask
them questions such as:
•

Why does this picture match this sound?

•

What do you think the sound is?

Encourage the children to think of other
sounds they might hear in the sequence. Ask
them what sounds might come next. You
could also show children pictures of objects
and ask them to sequence these from
loudest to quietest.

Making a cup of tea
cupboard opening, cups clinking, kettle
boiling, water pouring, milk pouring,
spoon stirring

Each sound clip is accompanied by an image.
Either print these out or display them
onscreen for the class to see.

28

SOUND: USING DIGITAL TECHNOLOGY AS A TOOL

ACTIV IT Y 5
SOU ND EFFECT STO RY
Choose a short story to read aloud to the
children. This could be a story the children
enjoy, or a story linked to a topic such as
People Who Help Us or The Seasons.

You could use a soundboard app such as
Keezy to record and playback the sounds.
This is also a good opportunity to introduce
the children to microphones.

Ask the children to think about sounds
(or sound effects) that might go along with
parts of the story. Demonstrate this by
adding a couple of your own sound effects
while reading the story, for example clip-clop
for a horse or ding for a bell.

Save the recordings. Read the story again,
playing back sounds at the right time in the
story.
Encourage the children to think about other
sounds that would go along with the story.
Ask questions, for example:

Encourage the children to use VOCAL and
BODY sounds to sound out the sounds they
would make to accompany the story, for
example beep-beep for a car horn, neenaw for an ambulance, whoosh for wind,
stamping their feet for footsteps. Encourage
discussion about what sound they might
expect to hear at certain stages of the story,
what should go where and why.
Choose the best sounds suggested by the
children. Record some of them making the
sounds to accompany the story.
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•

What other sounds could we add to our
story?

•

How could we make that sound?

•

Are there any objects in the room that we
could use to make that sound?

•

Where could we find the sounds we are
looking for?

•

What could we do with the object to
make a different sound?
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ACTIV IT Y 6
TAL KING P HOTO
Choose a series of photographs or images
of real world, everyday objects familiar to
the children. These could be random objects
from their environment or specifically
related to a topic such as houses and homes.
Resource 8 provides a sample folder of
images that could be used for this activity.
This activity can be carried out using any
app or software which will allow you to
record a sound and combine with an image.
Resource 8 also includes a sample in
PowerPoint which you may like to use. This
has pre-loaded images of common objects
that make sounds and is ready for the
children to record sounds.

Encourage the children to listen back to
their recording. Ask them to think about how
they could improve it, for example:
•

Can you hear it properly when you listen
back?

•

Is it loud enough?

•

How could you make it clearer?

Save the children’s talking photos and
present these to the whole class. Where
appropriate, you could play the sounds to
the class and see if they can guess what they
represent.

Open your selected software and ask each
child or group of children to record a sound
to accompany one of the pictures. Add
additional images if you need to.
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STEP 3

RE CORD A N D PL AY BACK
Steps 1 and 2 focus on increasing the
children’s aural awareness and the
association between the auditory and
the visual. This step introduces them
to practical digital audio skills for the
first time.

They can then turn the sound into
something they can control. This
gives them a sense of ownership,
pride and accomplishment. These
qualities are essential to forming their
musical identity and increasing their
confidence in using technology for
creative processes.

Introducing the children to sound
recording and playback is one of
the most fundamental digital audio
activities. It forms the basis of other
activities. It helps the children to
understand the process. They can use
their knowledge of this to develop
more focused active listening skills.

Using a basic microphone or
recording device, encourage the
children to explore a range of
curricular areas. Record and playback
can help the children to explore
phonics, sentence structure and
various talking and listening skills.
Using the simplest controls on
recording devices can help develop
fine motor skills. This also helps the
children to understand concepts such
as cause and effect. This step focuses
on the ability to use a recording
device. That ability can support basic
musical understanding and aural
awareness.

Record and playback activities
reinforce the concept of repetition
and recall of music and sound.
Advances in digital technology have
shortened the time it takes to retrieve
recordings and play them back. You
can now playback recordings on the
same device instantly, giving the
children immediate feedback on the
sounds they have captured.
Most children love making sounds
(or noise). Digital audio technologies
allow them to capture sound, for
example using their voice, body,
familiar everyday sounds or toys.
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Prior learning
The children will have had opportunities to engage in active listening activities and develop
listening skills.
They will be able to identify and describe a range of real world, environmental or everyday
sound sources.
They will have had opportunities to create visual representations of sound and make
connections between the visual and the auditory.

Suggested Learning Intentions
We are learning to:
•

listen with attention;

•

recognise sounds we hear around us;

•

use language to describe sounds;

•

understand what a microphone is;

•

use a microphone to record sounds; and

•

find and playback sounds.

Suggested Curricular Links
Using ICT: Explore – explore and interact with a
digital device or environment
The Arts: Music – Work Creatively with Sound
– explore methods of making sounds; choose
sounds to create effects or add atmosphere to
parts of a story; watch and respond to stop/
start signals

Shared
Vocabulary
sound
record
start
stop
play

Language and Literacy: Attention and
Listening Skills – following instructions;
identifying environmental sounds

playback
microphone

Thinking Skills & Personal Capabilities:
Thinking, Problem-Solving and DecisionMaking – making links between cause and
effect; generating possible solutions, trying out
alternative approaches, evaluating outcomes;
Working with Others – developing routines of
turn taking, sharing and co-operating
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speaker
Elements of Music:
(high/low, fast/slow,
loud/quiet)
silence
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ACTIV IT Y 7
W HAT IS A MI CRO P H ON E ?
Ask the children: What is a microphone?
Many will have used a microphone before,
either in school or at home. After listening
to their responses, show them at least one
example of a microphone.

These steps will vary depending on the
resources you use.
Repeat this several times, so that the
children become used to the steps.
Throughout the process, encourage them to
consider the practical issues that arise when
recording by asking:

Depending on your preference and/or
access to resources, you could use any
microphone, for example, an EasiSpeak
microphone, a desktop microphone, builtin laptop microphone or mobile device
microphone, along with a simple recording
application.
Explain to the children that we use a
microphone to record sounds so that they
can be played again later. Tell them that a
microphone can also make sounds louder,
so that we can hear them far away. That is
why you can hear a singer on stage, even if
you are right at the back of a crowd.
Record your own voice or some of the
children’s voices to demonstrate how to use
a microphone to record. Explain the process
in clear steps, for example:
1.

Have the sound ready to play and make
sure everything else is quiet (try to
reinforce the importance of silence
before recording starts).

2. Press record button (on whatever device
or interface you are using).
3. Listen to the sound as you are recording
(making sure the sound is loud enough to
be heard).
4. Press stop.
5. Playback the sound.
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•

Is the sound too loud?

•

Is the sound too quiet?

•

Does the recording sound clear?

•

Is the sound hard to hear?

•

Is there too much noise in the
background?

•

What happens when you hold the
microphone close to the sound?

•

What happens when you hold the
microphone far away from the sound?
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Extension
Try this extension opportunity before
the children start using a microphone.
Reinforce their understanding of what a
microphone does by asking them to become
a microphone. Encourage them to imitate
the sounds other children make to help them
understand the concept of recording and
retrieving sounds.
Ask the children to form pairs. Explain
that they will work together to ‘record and
playback’ sounds they can make themselves
such as vocal or body sounds.

Ask child B to make a sound using their
voice or body, for example they can talk,
sing, tap, clap or slap.

•

Print out a square STOP button. Ask
child B to press stop.

•

Then ask child A to ‘play back the sound’
by repeating or imitating what they
heard.

This activity encourages active listening
as the children are imitating the sound
their partners have made. It may also help
the children to understand the concept of
record and playback.

Ask one child in the pair, child A, to be the
microphone and the other child, child B, to
make the sound. Using Resource 9:
•

•

Print out a red RECORD button for the
children to press to make this visual. Ask
child A to ‘press record’ and listen to
child B making a sound.
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ACTIV IT Y 8
SOU NDS A RO U ND T H E CL AS SR OOM
Depending on the class context or location,
the type of microphones available, and
whether they are portable, you could extend
this activity by recording sounds outside,
while on a nature walk or school trip.
Remind the children about the type of real
world, everyday sounds they hear all around
them. You could repeat the 30 second
listening activity ‘Sounds Around Us’ from
Step 1.
Explain to the children that they can also
create sounds using different things around
the room.
Ask them questions such as:
•

What objects make sounds? and

•

What could you do to the objects to
make different sounds?

The children may need help to carry out
the recording, depending on the resources
available.
Ask the children to play back their sound to
the rest of the class. Ask the other children
questions such as:

Encourage a class discussion about this.
Use active verbs such as tapping, shaking,
moving or scraping.
Demonstrate how to create different sounds
by moving, tapping, shaking or scraping
different objects and combinations of
objects such as tapping a ruler on a table,
moving a chair across the floor, opening and
closing blinds or turning light switches on
and off.

•

What objects do you think made that
sound?

•

Are they made using wood, metal or
paper? and

•

How do you know?

Where possible, encourage the children
to use appropriate Elements of Music
vocabulary (Appendix 1) such as high/
low, fast/slow, loud/quiet. This introduces
the children to simple binaries (opposites).
Encourage them to use these words to
describe the sounds they hear.

Ask the children to form pairs. Encourage
them to go around the room, thinking
about the different sounds they can create.
Encourage them to investigate different
combinations. Ask them to think of the most
interesting sound they can make and record
it using a microphone. Explain to the children
exactly where the microphone is, depending
on the resources they are using.

Encourage the children to discuss the
sounds as much as possible before they try
to guess what the objects were and how the
sounds were created.
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ACTIV IT Y 9
RE COR DI N G MY VO I C E
Choose a song, rhyme or poem that the
children have been learning in class. You
could use a song linked to a particular topic,
school event or occasion.

To encourage the children to think about the
quality of their voice and the sound quality,
ask them questions, for example:
•

Is the voice clear?

Give the children one line of the song, rhyme
or poem. Ask them to practice it so that
they know it well. Encourage them to use
language and diction correctly.

•

Can you hear everything?

•

Is it loud enough?

•

What could you do to make the sound
better?

Recording the voice can be a good way for
children to improve their speech. They can
listen back to the recording and become
more aware of how their voice sounds to
others.

•

Was I holding the microphone too close
or too far away?

The children should develop a basic
understanding of the need for a quiet
background (silence, if possible) and a clear
voice.

Help the children to record their lines,
one at a time. Encourage them to use the
steps from the earlier activity, What is a
Microphone? Play the recordings back to
the class. Depending on the microphone and
resources you are using, you may need to
edit this together or playback in sequence.

Ask the children to think about why they
could use a microphone, for example:

Save all the recordings.
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•

What could we use the microphone for?

•

What could it help us understand?

SOUND: USING DIGITAL TECHNOLOGY AS A TOOL

RE V IE W I N G THE LEAR N I N G
Foundation Stage – Exploring Digital Audio: Sound
Step 1: Active Listening (Everyday Sounds)
Step 2: Sound Pictures
Step 3: Record and Playback
Name of child/group:

Date:

Consider these questions when you evaluate the
activities in the three steps:
Evaluate

•

Can the children focus their attention and
participate in active listening?

•

How have they developed their active listening
skills?

•

Can they use simple and appropriate language to
describe sounds?

•

How have the children been able to represent sound
using imagery?

•

How have the children been able to create sounds
to represent images?

•

How have the children demonstrated their basic
understanding of the recording process?

•

Can the children use a microphone to capture
sound?

•

How have the children worked when in groups?

•

What processes did they go through?

•

What support did they require (for example teacher
and classroom assistant involvement)?
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APPENDICES
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A PPE ND I X 1 : THE ELE M E N T S OF M US I C
Teacher Notes
Music is a combination of sound and silence. The Elements of Music are terms or properties
that you can use to define the characteristics or features of music. The Elements of Music
make describing and discussing music and sound easier.
While many of these terms may not be appropriate for Foundation Sage, it is useful for
teachers to have an overview of musical terminology.
There is no comprehensive list of the Elements of Music. The table on the following page is a
list of the more commonly used terms.
Several of the Elements of Music have commonly associated binaries/opposites. For example,
pitch can be HIGH or LOW. You can use these binaries to describe the Elements of Music at
a basic level. As the children progress through the key stages, encourage them to develop
their musical vocabulary. This document frequently refers to the Elements of Music. This is
a way to encourage children to recognise and describe key properties of music and sound
during listening activities and to reinforce their understanding of how music is created and
performed.
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The Elements of Music
PULSE

The steady, regular beat maintained throughout a piece of music,
resembling a heartbeat.

PITCH

HIGH/LOW: The highness or lowness of a piece of music, a note or a sound.
Some instruments, such as the tuba, can play very low notes and others,
such as the piccolo, can play very high notes.

DYNAMICS

LOUD/QUIET: The loudness or quietness of the music. The volume.

DURATION

LONG/SHORT: The length of each sound. Some sounds are long, some are
short.

RHYTHM

The patterns of long and short sounds played over a pulse or steady beat.

TEMPO

FAST/SLOW: The speed of music.

TEXTURE

THICK/THIN: The number of layers in a piece of music. A singer songwriter
may only sing with a guitar to accompany them, which would be a thin
texture (two layers – voice and guitar). A piece of film music may have
voices, a full orchestra and sound effects. This would have many layers and
would be a thick texture.

TIMBRE

The distinctive tone of a sound. Every instrument and sound has its own
timbre. For example, a wooden instrument sounds very different to a metal
instrument or an electronic instrument, even when they all play the same
note.

STRUCTURE

How a piece of music is organised into sections. It could be section A
followed by section B, a beginning, middle and end, or verse, chorus, verse,
chorus.

GENRE
(STYLE)

The way music falls into categories or groups based on its common
characteristics, for example pop, folk, classical or jazz.

SILENCE

The absence of sound. Silence in a piece of music can be very important. It
can create a sense of drama and surprise or allow sounds to echo and fade
away.
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A PPE ND I X 2: OVERV I E W OF D I G I TAL ON L I N E
RE SOUR C ES
No.

Title

Contents of Resource

Related Activity

1

Music and Sound Samples

1.1
1.2
1.3
1.4
1.5
1.6

MUSIC: Step 1: Activity 2,
Responding to Music

3 samples of everyday
sounds and 3 musical
samples
2

Metronome
Mp3 files of digital
metronome

3

Recognising Instruments
Mp3 clips with A4 images

Supermarket sounds
Traffic sounds
Typing sounds
Music 1
Music 2
Music 3

2.1 120 bpm
2.2 100 bpm
2.3 80 bpm

MUSIC: Step 1: Activity 3,
Musical Patterns

3.1
3.2
3.3
3.4
3.5
3.6

Drum
Electric guitar
Flute
French horn
Piano
Violin

MUSIC: Step 1: Activity 4,
Recognising Instruments

4

Emotion Visual Cue
pictures

4.1
4.2
4.3
4.4
4.5
4.6

happy
sad
confused
angry
tired
surprised

MUSIC: Step 4: Activity 7,
Music and Mood

5

Everyday Sounds 1

5.1
5.2
5.3
5.4
5.5
5.6
5.7

car horn
door slamming
rain storm
tap dripping
vacuum cleaner
washing machine
wind storm

SOUND: Step 1: Activity 2,
What’s that Sound?

6

Everyday Sounds 2

6.1
6.2
6.3
6.4
6.5
6.6
6.7

footsteps
thunder
crunching
dog barking
school bell
coughing
bird tweeting

SOUND: Step 2: Activity 3,
Sound Symbols
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No.

Title

Contents of Resource

Related Activity

7

Sound Sequences

7.1

Getting up in the
morning: alarm clock,
a door opening, a tap
running, teeth
brushing, cereal
crunching
7.2 Making a cup of tea:
cupboard opening,
cups clinking, kettle
boiling, water pouring,
milk pouring, spoon
stirring
7.3 Going to school:
zipping up school
bag, footsteps, car
door opening and
closing, car engine
starting, car stopping,
car door opening and
closing, school
playground, school
bell

SOUND: Step 2: Activity 4,
Match the Sound

8.1
8.2
8.3
8.4
8.5
8.6
8.7
8.8
8.9
8.9
8.10
8.11
8.12
8.13

bell
phone
TV
door
kettle
microwave
brush
tap
clock
spray can
hairdryer
lawnmower
computer keys typing
noisy object
PowerPoint

SOUND: Step 2: Activity 6,
Talking Photo

A4 sheet with circular
Red record button
9.2 A4 sheet with red
square stop button

SOUND: Step 3: Activity 7,
What is a Microphone?
(Extension)

Mp3 sound clips with
images, detailing a process

8

Noisy Object Images
Noisy objects from home
or school

9

Playback symbols

9.1
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A PPE ND I X 3 : OVERV I E W OF SK I L L S
DE V E LO P MENT
PROGRESSION IN MUSIC: USING DIGITAL TECHNOLOGY AS AN INSTRUMENT
Foundation Stage
Exploring Music and Sound

Key Stage 1
Exploring Music and Sound
with Purpose

Key Stage 2
Exploring Music and Sound
with Purpose and Control

Step 1: Active Listening
(Music)

Step 1: Listening for the
Elements (Music)

Step 1: Listening for the
Elements (Music)

• Listening, identifying and
describing everyday sounds
and instruments

• Listening with purpose to
describe what we hear:
Timbre (Acoustic or
Electronic)

• Recognising and identifying
style, genre and Elements of
Music

• Recognising simple features
of music such as high/low
and fast/slow
• Understanding rhythm

• Texture

• Understanding structure in
music

• Recognise steady rhythm/
pulse and be able to
describe tempo
• Introduction to layers in
music

Step 2: Digital Instruments/
Digital Music

Step 2: Digital Instruments/
Digital Music

Step 2: Performing using
Digital Instruments

• Understanding playback
controls

• Performing with digital
instruments

• Experimenting with digital
instruments

• Representing music as a
graphic score

• Early digital instruments
– the sequencer and the
synthesizer

• Creating music to represent
emotion

• Introduction to loops in
music
• Digital composition

• Performing with digital
instruments – focusing on
rhythm and on melody
• Performing in a digital
ensemble
Step 3: Creating Digital Music
• Creating short digital music
compositions, fulfilling a
brief or purpose
• Creating and editing sounds
and music
• Samples and remixes
• Creating mood, atmosphere
and drama with music
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PROGRESSION IN SOUND: USING DIGITAL TECHNOLOGY AS A TOOL
Foundation Stage
Exploring Music and Sound

Key Stage 1
Exploring Music and Sound
with Purpose

Step 1: Active Listening
(Everyday Sounds)

Step 1: Listening for Layers
(Everyday Sounds)

• Listening to and identifying
sounds around us

• Identifying sounds and layers
in soundscapes
• Introduction to texture in
music

Step 2: Sound Pictures

Step 2: Sound Imagery

• Representing sounds visually

• Graphic Scores

• Listening to and identifying
soundscapes

• Discussing and recording
sound effects

• Recording and playing back
sounds

Step 3: The Science of Sound

• Creating and recording
sounds to accompany
images

Key Stage 2
Exploring Music and Sound
with Purpose and Control
Step 1: Active Listening and
Sound Design (Everyday
Sounds)
• The use of foley sounds
(sound effects) and their use
in audiovisual
• Using editing techniques
such as reverb and pitch
shift to create sound effects
• Creating soundscapes

• Introducing Amplitude
(Loudness) and Pitch
• Recognise a waveform as
a way of representing digital
sounds
• Investigating vibrations

Step 3: Record and Playback
• Using microphones to record
sounds
• Investigating sound quality
when recording

Step 4: Recording, Editing and
Manipulating Audio
• Record, edit and change
sounds
• Editing techniques
• Creating sound effects
• Producing completed audio
files

Step 2: Audio Products
• Planning, creating, editing
and saving broadcasts or
podcasts
• Record, edit and manipulate
sound appropriately and
save their work

Please note:
The progression outlined here applies to the activities in this resource. There is also much more to cover
in Music and Sound and Digital Audio. This resource is not intended to be completely comprehensive,
but will complement a Music and Using ICT curriculum.
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A PPE ND I X 4: DES I RABL E F E AT UR E S –
DIGITAL AU DI O : MU SI C AN D S OUN D
The Desirable Features guidance sets out what it is desirable to see pupils doing in various
types of ICT, at each of the statutory Levels of Progression.
This Appendix lays out what it is desirable to see children doing at each level in Digital Audio:
Music and Sound.
As the guidance shows a progression in learner competency, it can support you to plan
appropriate activities for pupils in the different stages of primary school while also showing
the type of evidence to look for when observing a pupil, and assigning a level to their work in
Using ICT.
In Digital Audio: Music and Sound pupils find, create, record and edit sound and/or music,
for example sound effects to use in digital story, podcast or radio show, a recording of a
musical performance, a soundtrack for a film or animation, or their own original digital musical
composition. As they move up the levels, they create increasingly complex sound files by using
multiple tracks, balance sound levels and demonstrate appropriate use of effects.
Level 1
Pupils should:
• listen to a range of digital sounds, for example playground sounds or traffic, and identify
and talk about them;
• explore and interact with a digital device, for example click on images and objects, and
use virtual musical instruments in a sound app or software to create their own music and
sounds;
• with help, use a USB microphone, tablet or computer to record sounds such as voice, a
musical performance or sound effects, in real time for a class story;
• share and talk about their digital work with someone; and
• save their work, with teacher help.
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Level 2
Pupils should:
• listen to a range of sounds or music to develop awareness of audio features such as high
or low (pitch), loud or soft (dynamics) or fast or slow (tempo);
• explore and interact with a digital device, for example click on images and objects in a
sound app or software to create their own music and sounds or a soundscape for a
story, routine or event, for example by using a sequence of images or loops;
• with teacher help, carry out simple edits such as copying and pasting sound files to
repeat a sequence in their project;
• be aware that digital sounds can be manipulated by, for example, changing the pitch or
volume of sounds in the software or app they are using;
• use and understand terms such as pitch (higher or lower sounds), tempo (fast or slow)
and reverb (echo);
• with more independence record in real time, for example capture voice, musical
performance or sounds with a USB microphone, tablet or computer;
• experiment with using sound effects in their software or app to change their recording,
for example make a voice sound higher, lower or as though it is in different locations* or
change the tempo (make it faster or slower);
• share and talk about their digital work; and
• save the work, with teacher help.
* The choice of software or app will affect how difficult this is to do. Using programs such
as Garageband or Chrome Music Lab will allow children working at this level to achieve
this. However, at this level, Audacity is more difficult to use, if working independently.
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Level 3
Pupils should:
• listen to some examples of soundscapes, music clips or podcasts and identify features
such as:
̶̶ the tempo, pitch, dynamics or atmosphere of a soundscape or piece of music; or
̶̶ the elements that make up a podcast such as its structure (beginning, middle
and end), length, voiceover, sound effects or atmosphere (note the importance of
atmosphere in sound work as there are no visual cues);
• plan and create a soundscape or digital music composition using virtual instruments or
simple podcast-style project using one sound layer (one track);
• create a short piece of music or sound work and carry out simple editing, for example
use Audacity or similar software to crop a sound file or use GarageBand to compose a
piece of music using pre-existing loops, virtual instruments and/or sound recordings;
• manipulate their sounds to suit the purpose of the project, for example change the pitch
or volume of sounds and work with tempo to create atmosphere;
• save into a given folder, using filenames, or if using an app, save work and with teacher
help, export it in an appropriate format, for example an audio file such as .mp3 into the
location the teacher specifies; and
• in their group, listen to their project and discuss how they could improve it, make any
agreed changes and save again.

Level 4
Pupils should:
• listen to some examples of soundscapes, music clips or podcasts and identify features
such as:
̶̶ using more than one track (layers), the tempo, pitch, dynamics or atmosphere of a
soundscape or piece of music; or
̶̶ the elements that make up a podcast such as its structure (beginning, middle and
end), the use of more than one track (layers), voiceover, interviews, backing track or
sound bed, length, sound effects or atmosphere;
• plan, storyboard and create a soundscape, digital music composition or podcast-style
project, using more than one layer (track) that combines sound files from a range of
sources;
• create music or sound clips and edit these for use in their project, considering how to
manipulate their sounds to suit the audience and purpose of their product;
• use music and sound language when reviewing and editing their work, for example
describe editing decisions using language such as track, layer, trim, split, cut, crop,
reverb, tempo and dynamics;
• make clear editing decisions, for example deciding what to omit or include during the
editing process;
• show their sound product to another group, discuss it with them and modify it using the
editing tools; and
• organise saved work and export it in an appropriate format such as .mp3 or upload to
the cloud so that others may listen to it.
48

MUSIC AND SOUND IN THE PRIMARY CLASSROOM: FOUNDATION STAGE

Level 5
Pupils should:
• listen to examples of soundscapes, music clips or podcasts relevant to their project and
identify features such as:
̶̶ the use of more than one track (layers), the tempo, pitch, dynamics and features of
different genres of music or soundscapes;
̶̶ the elements that make up a podcast such as its structure (beginning, middle and
end), the use of more than one track (layers), voiceover, interviews, backing track or
sound bed, length, sound effects and atmosphere;
• plan and create a multitrack soundscape, digital music composition or podcast-style
project that combines sound files from a range of sources, including their own
compositions created using virtual instruments;
• adjust volume (gain) in each track to balance the sounds and use fade-ins and fade-outs;
• review and edit their work showing a clear understanding of audience and purpose,
confidently using sound editing language during ongoing reflection, discussion and
evaluation of how they are carrying out the activity and describing editing decisions;
• share their sound product with another group, discuss it with them and modify it
(use digital tools to collaborate online, if appropriate);
• integrate self-produced assets into their production;
• be discriminating in the use of audio effects, for example the sound levels and timings,
use of reverb and special effects;
• export their project, if appropriate, into another app, for example an existing iMovie or
Book Creator project; and
• organise saved work and export it in an appropriate format such as .mp3, or upload to
the cloud so that others may listen to it.
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